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ALIEN ATTACK! 


Hostile aliens—Xenophobes~are infesting space stations 
vital to your planet's security. These aliens threaten to 
overrun the stations, rendering the space stations useless 

You are part of an elite team which is ready to speed to 
these endangered space stations. Your mission is clear 
destroy the aliens, regain control of the space stations, 
and pick up any valuable hardware you might discover as 
you sweep the stations for aliens 

The aliens are a swarming band of uglies, straight out of 
your worst nightmare You'll need to use your talent just to 
stay alive as you rid each space station of these pests. 
You don’t want to let them catch you. It's them or you. 

The message has come. It’s up to you and your team¬ 
mates to cleanse each space station of aliens. Your 
Mother Ship brings you to the vicinity of each overrun 
space station. You then enter the space station via a 
transfer disk, which beams you aboard. 

Another member of your elite squad can work stations 
too. and you may compete for high score, or work on your 
own to clear the aliens from an infested space station. 

Just be careful as you enter a space station. The aliens 
are everywhere! 


GETTING STARTED 

1 With your television switched on. insert the Xenophobe 
cartridge into your Atari 2600 (or 7800) as explained in 
your owner's manual. 

2. Plug a controller into the left port for a one-player 
game. Plug a second controller into the right port for a 
two-player game 

Note: Each player is independent. The death of one 
player does not affect game play for the other player. 
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3 Press the console's Power switch to turn on the 
machine. The Xenophobe title screen appears. 

4 Press Select to select a one- or two-player game 

5. Press the left controller’s fire button or Reset to begin 
the game 

6. To restart the game, press Reset 

Note An awards ceremony occurs after each space 
station adventure. If you die there is no ceremony. During 
this ceremony point value data is displayed on the aliens 
you destroyed. The valuable hardware you retrieved dis¬ 
plays as the point value is added to your score 


Split-Screen Play 

Xenophobe s split-screen lets two players move independ¬ 
ently. You view each player's game action on a separate 
half of the screen. The left controller (player 1) corresponds 
to the top-screen view while the right controller (player 2) 
corresponds to the bottom. Players alternate their play 
Player 1 competes and when done. Player 2 begins playing 


Note: The size of a player's viewing screen is the same 
whether you are playing a one-player or two-player game 


Player Movements 

Jump 



Duck/Throw Grenade 
(When Pressing Fire Button) 


Elevator 

Up 



Down 
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PLAYING THE GAME 


The game begins with you leaving the Mother Ship for 
one of the eighth alien-infested space stations. Once you 
finish the eight space station, you return to the first space 
station which the aliens have reinfested. Each base has a 
different number of levels as follows: 

Space Station Number ol Levels 


2 

3 

4 

5 

6 

7 

8 


2 

3 

4 
3 
2 

3 

4 


Each space station has eight rooms on each level. To 
move from room to room, move to the edge of the screen. 
You automatically move into the next room. 

To reach a different level, you must use the elevator found 
on each level. Stand in front of the level number and push 
up on the controller. When the elevator arrives, step in and 
move the controller forward or backward to move up or 
down a level. There are no stairs between levels. 


Finishing a Mission 

There are two ways in which you can finish a mission at 
a space station. Each of the two mission endings offer an 
increasing number of points 

If you take too long in clearing a space station, the aliens 
overrun the station The amount of time you have to clear 
a space station depends upon the space station and the 
number of floors. If you wait too long, the screen flashes 
and you are automatically transported back to the Mother 
Ship as the aliens overrun the space station and the 
station explodes 
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If the aliens overrun a space station, you earn 100 bonus 
points for each alien you destroy at that space station. 

Then it’s back to the Mother Ship and on to the next 
infested space station. 

The best ending for a mission is your destroying or driving 
off all aliens on a space station. You receive a 300-point 
bonus for each alien you destroyed at the station and a 
percentage increase equivalent to a 200-point health bonus. 
Then you return to the Mother Ship and prepare to board 
the next infested space station. 


Destroying the Aliens 


Your first objective is to destroy or drive off all aliens in a 
space station within the allowed time. Destroying an alien 
isn’t easy. Unless you use the minimum amount of force to 
destroy a particular type of alien, the alien lives and con¬ 
tinues to threaten you and your mission. 


The minimum amount of force needed to destroy a partic¬ 
ular type of alien is as follows: 


Critter.1 unit 

Pod.2 units 

Tentacle....4 units 

Rollerbaby.4 units 

Snotterpillar.15 units 


of force 
of force 
of force 
of force 
of force 


Collecting Hardware 

Pick up any valuable hardware you find strewn around a 
station you are sweeping for aliens. You can gain extra 
points or restore lost health points with what you find. 
(See point values in scoring ) 
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Weapons 

You begin play wilh a Phaser. In addition to hardware, 
you will also find weapons scattered throughout a space 
station. (See point values in scoring ) 

Pick up these weapons for extra points, then use the 
weapons to destroy aliens. But remember you can only 
have one weapon at a time. Switch weapons if the 
weapon you find is more powerful than the one you are 
carrying 

When you pick up the new weapon, you drop your current 
weapon. But be careful, sometimes a weapon will explode 
when you are knocked down by an alien. 

Each weapon has a different power level. Plus your 
weapon won't run out of ammunition. The weapons you 
can use and their strength are as follows: 


Fists. 

Phaser. 

Laser Pistol. 
Electric Rifle 
Pooler Gun 
Grenade. 


.1 unit 

... 1 unit/shot 
. 2 units/shot 
. 3 units/shot 
9 units/shot 
10 units/shot 


Danger to the Player 

While you're sweeping the aliens from your planet's space 
stations, those same aliens are after you and can destroy 
you. Injuries to your player are measured in units, or units/ 
second of contact with an alien. So watch your health bar 
in the middle of your screen The health bar is the same 
color as your uniform. You begin with 100 percent, equiv¬ 
alent to 1000 health units. 
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You can lose units ol health through the following injuries 
or attacks: 


Attack by a Critter.2 units/second 

Hit by a Tentacles.4 units/second 

Attack by a Rollerbaby.8 units/second 

Hit by a rolling alien.50 units 

Hit by spit (phlegm).75 units 

Hit by a leaping alien. 150 units 


STRATEGY 

Your primary mission is to locate and eliminate the aliens 
as quickly as possible Don't spend too much time search¬ 
ing for valuable objects. 

The aliens are clumsier and easier to kill at the lower levels 
of a space station Save your best firepower for the scari¬ 
est aliens, and remember that your biggest challenges 
await at the higher levels. 

Be ever alert for the aliens' varied means of attack. 

Shoot tentacles by jumping and quickly firing 
Use grenades to destroy aliens rolled into balls. 


SCORING 

You receive points for destroying aliens, picking up 
valuable hardware during your mission in each space 
station, and for finding and picking up health objects 
which increase your life 
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Killing Aliens: 


y 

Tentacle. 

.125 points 


Snotterpillar. 

. 100 points 

® 

Rollerbaby. 

.75 points 


Critter. 

.50 points 


Pod. 

.25 points 



Picking Up Weapons: 

^ Grenade. 

Pooler Gun. 

Lightning Rifle 

Laser Pistol. 

Phaser. 


500 points 
400 points 
300 points 
200 points 
.. 10 points 
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Picking Up Valuable Hardware: 

Clipboard. 

Transmitter. 


Skull 




Can. 

Screwdriver 

Knife.. 

Rope. 


500 points 
500 points 
500 points 
500 points 
500 points 
500 points 
250 points 


Health Points: 

Burger 



50 units 

50 units 
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ATARI* CORP. LIMITED 90-DAY WARRANTY 

FOR COMPUTER PRODUCT—CASSETTES, CARTRIDGES, OR DISKETTES 


LIMITED 90-DAY WARRANTY 

ATARI CORP. ( Atari") warrants to the original consumer purchaser that this ATARI Cassette, Cartridge, and/or Diskette 
("Media") is free from any defects in materials and workmanship for a period of ninety (90) days from date of purchase. If 
any defect covered by this warranty is discovered within that 90-day period, the unit should be returned to the place of purchase 
together with original proof-of-purchase. The place of purchase will either repair or replace the defective unit at their option. 

Warranty service can only be carried out if proof-of-purchase is received with the product by Atari during the ninety (90) day 
warranty period and the product has been carefully packed by you to avoid transit damage. 

This warranty does not cover damage or malfunctions resulting from improper handling, accident, misuse, abuse, failure of 
electrical power, use with other products not manufactured or approved by Atari, damage while in transit for repairs, repairs 
attempted by any anauthorized person or agency, or any other reason not due to defects in materials or workmanship. 

DISCLAIMER OF WARRANTY ON ATARI COMPUTER PROGRAMS: 

All ATARI Programs (contained within the Media) and related informational materials are distributed on an as is basis 
without warranty of any kind. Any statements concerning the capabilities or utility of a Program are not to be construed as 
express or implied warranties. The entire risk as to the quality and performance of such Programs is with the purchaser. 
Should a Program fail to fulfill the individual requirements of the purchaser or prove defective following its purchase, the pur¬ 
chaser (and not the manufacturer, distributor, or retailer) assumes the entire cost of all servicing, damages or liabilities which 
may result from the use or reliance of any such Program and/or related informational materials. 

Atari shall have no liability or responsibility to the purchaser, or any other person or entity with respect to any loss or damage 
caused or alleged to be caused directly or indirectly by any game or computer program (on any media) sold by Atari or 
others. This includes, but is not limited to, any interruption of service, loss of business, loss of information or that which is 
rendered inaccurate, or loss of anticipated profits or ANY OTHER CONSEQUENTIAL OR INCIDENTAL DAMAGES 
RESULTING FROM THE PURCHASE USE OR OPERATION OF ATARI PROGRAMS. 

Some states do not allow the limitation or exclusion of implied warranties or of incidental or consequential damages, so the 
above limitations or exclusions concerning Atari Programs and related informational materials may not apply to you. 

Every effort has been made to ensure that the Atari Product manual and promotional materials accurately document the Pro¬ 
duct. However, because of ongoing improvements and updating of Atari Products, Atari cannot guarantee the accuracy of 
printed material after the date of publication and disclaims liability for changes, errors, or omissions. 



ATARI* CORP. LIMITED 90-DAY WARRANTY 

FOR COMPUTER PRODUCT—CASSETTES, CARTRIDGES, OR DISKETTES 


WARRANTY LIMITATIONS 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS, ARE HEREBY 
LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE, AND CONSEQUENTIAL OR INCIDENTAL DAMAGES 
RESULTING FROM A BREACH OF ANY APPLICABLE EXPRESS OR IMPLIED WARRANTIES ARE HEREBY EXCLUDED. 

Since some states do not allow limitations on how long an implied warranty lasts or do not allow the exclusions or limitations of 
incidental or consequential damages, the above limitations or exclusions may not apply to you. This warranty gives you 
specific legal rights and you may also have other rights which vary from state to state. 

If your retailer is unable to provide the warranty repair service you require, you may contact Atari Corp., as follows: 


WRITE TO: 

Atari Service Center 
P.O. Box 61657 
Sunnyvale, CA 94088 


OR CALL: 

(408) 745-4851 
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